WARNING: READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER 
ENTERTAINMENT SYSTEM. 

A very small percentage of individuals may experience epileptic seizures 
when exposed to certain light pattems or flashing lights. Exposure to certain 
pattems or backgrounds on a television screen or while playing video 
games, including games played on the PlayStation®2 console, may induce 
an epileptic seizure in these individuals. Certain conditions may induce 
previously undetected epileptic symptoms even in persons who have no 
history of prior seizures or epilepsy. If you, or anyone in your family, has an 
epileptic condition, consult your physician prior to playing. If you experience 
any of the following symptoms while playing a video game — dizziness, 
altered vision, eye or muscle twitches, loss of awareness, disorientation, 
any involuntary movement, or convulsions — IMMEDIATELY discontinue use 
and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation®2 console to a projection TV without first 
consulting the user manual for your projection TV, unless it is of the LCD 
type. Otherwise, it may permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 

The use of software or peripherals not authorized by Sony Computer 
Entertainment America may damage your console and/or invalidate your 
warranty. Only official or licensed peripherals should be used in the 
controller ports or memory card slots. 


HANDLING YOUR PLAYSTATION®2 FORMAT DISC: 

© This disc is intended for use only with PlayStation®2 consoles 

with the NTSC U/C designation. 

Do not bend it, crush it or submerge it in liquids. 

Do not leave it in direct sunlight or near a radiator or other source of heat. 
Be sure to take an occasional rest break during extended play. 

Keep this compact disc clean. Always hold the disc by the edges and 
keep it in its protective case when not in use. Clean the disc with a lint- 
free, soft, dry cloth, wiping in straight lines from center to outer edge. 
Never use solvents or abrasive cleaners. 
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disc cover 
| on/standby/ 
= = reset button 
= 


USB connectors 


controller port 1 
controller port 2 


Set up your PlayStation®2 computer entertainment system according to 
the instructions supplied with your system. Check that the system is 
turned on (the on/standby indicator is green). Press the OPEN button to 
open the disc cover. Place the FAMILY GUY disc with the label side 
facing up in the disc holder, and then close the disc cover. Attach game 
controllers and other peripherals as appropriate. Follow the on-screen 
instructions and refer to this manual for information on using the 
software. 


MEMORY CARD (8MB)(FOR PLAYSTATION@2) 

To save game settings and progress, insert a memory card (8MB)(for 
PlayStation®2) into MEMORY CARD slot 1 of your PlayStation®2 
system. You can load saved game data from the same memory card 
or any memory card (8MB)(for PlayStation®2) containing 
previously saved games. 


DUALSHOCK’2 ANALOG CONTROLLER CONFIGURATIONS 


L2 button 
L1 button 


directional 
buttons 


left analog stick 
(L3 button when pushed down) 
SELECT button 
ANALOG mode button 
START button 
right analog stick 
(R3 button when pushed down) 


RETURN TO 


SELECT MENU ITEM PREVIOUS PAGE 


CONFIRM SELECTION 


START/PAUSE GAME 


NAVIGATING THE MENUS 
Start/Pause game START button 


Select menu item Directional button #/¥ 
Confirm selection © button 


Return to previous page ® button 


SAVING YOUR GAME 
AUTO SAVE: After each level, the game will automatically save 
your progress. 


MANUAL SAVE: The Auto Save feature can be disabled 
through the “Options” menu. 


CHECKPOINTS: Each level in the game has different stages. 
These stages are divided by Checkpoints. If your character 
dies during the level, you will automatically start from the 
previous Checkpoint. 


CONTINUE GAME 


If Auto Save is still active and you select “Continue Game” from the 
Main Menu, your game will automatically continue from your last 
previous save. If Auto Save is disabled, you will be taken to a load 
screen and prompted to load in the correct game. 


NEW GAME 


If you wish to start the game over and play it though its entirety, then 
select “New Game” from the Main Menu. Please note that starting a 
new game may override any games that have been previously saved. 


OPTIONS 


Here you can configure your controller settings to your preference and 
adjust the audio and video settings. 


SPECIAL FEATURES 


As you proceed through the game, you will be able to unlock various 
special features that can be accessed through the Options menu. 


Welcome}to}Quahog!! 


Little Stewie Griffin’s plans for world domination have been 
foiled once again. This time, the culprit is none other than his 
half-brother Bertram. Follow Stewie as he descends into places 
no man should ever travel in an effort to thwart Bertram from 
taking over the world...before he gets to. 


Meanwhile, Peter Griffin has been injured in a freak accident 
and the blunt force trauma to his head is causing him to believe that 
a beloved 1980's sitcom star has kidnapped his family and is 
holding Quahog hostage...believe me, it’s less complicated than it 
sounds. Control Peter as he smashes his way through Quahog in 
order to find his family, eat excessive amounts of food, and restore 
order. 


Finally, Brian Griffin has found himself in a whole lot of trouble. 
He stands accused of again violating Carter Pewterschmidt's prized 
racing dog, Seabreeze, and has been taken into police custody. In 
order to avoid hard time, you must control Brian through a series 
of stealth missions and clear his good name. 


In other words, it’s just another day in the sleepy Rhode Island 
town of Quahog. 


The game screen is different for each character. You can find 


each character’s HUD (Head's Up Display) in the upper left 
corner of the screen. 


STEWIE’S GAME SCREEN 
In Stewie's HUD, you will find his health 
bar. Every time Stewie takes 
damage a percentage will be 
taken away from his health bar. 
When Stewie's health bar is 
depleted, it’s game over. 


Below Stewie's health bar, there is a 
counter for the ray gun components 
that you will be collecting throughout 
the game. The more components you 
collect, the more upgrades you can 
obtain for your gun. For more information, 
turn to the page on Stewie's Arsenal. 


PETER’S GAME SCREEN 


Peter’s HUD also contains a 
health bar. Just as in Stewie's 
Hl] game screen, Peter’s health 
1 © bar will be affected every 

time he takes damage. When 
the health bar is empty, it’s 
game over. 


Below Peter’s health bar, there 
is a Snack Meter. As Peter 
progresses through his levels, 
he will be collecting food 
dropped from his enemies. Each 
piece of food fills a small amount of Peter’s Snack Meter. When the 
meter is full enough, Peter will be able to execute a number of 
snack-fueled attacks (See page 10 for more details). 


BRIAN’S GAME SCREEN 


Brian’s HUD is totally unique from Stewie and Peter’s. Brian has 
no combat abilities so he opts to sneak around undetected. You 
will notice in Brian’s HUD that a picture of his face is contained in a 
green circle. When Brian walks 

into a shaded area of a 
level, his face becomes 
transparent in the circle. 
When this happens, it means 
that Brian is obscured by 
shadow and will remain unseen 
by enemies in the level as long as 
he remains in the shadows. 


Next to Brian’s visibility meter, you 
will find a meter shaped like a bone. 
This is Brian’s Impulse Meter. While 
Brian may seem very civilized, he is still prone to the same urges as any 
dog. Be it barking at strangers or urinating in public, Brian will do it 
without thinking. But you can avoid these impulses by keeping Brian 
away from things that would cause him to react in a manner that could 
get him caught. Keep an eye on the Impulse Meter as you're exploring 
a level. If it starts to fill up, that’s your cue to get away from that area 
as fast as possible. If the meter becomes full, Brian will do what 
comes naturally. 


STEWIE 


Stewie the megalomanical one-year-old bent on 
world domination is armed with an upgradeable ray 
gun and numerous movement abilities including 
gliding and grappling. 


LEFT ANALOG STICK 
RIGHT ANALOG STICK 
€9 BUTTON 
€9 BUTTON (in middle of jump) 
€9 BUTTON (hold during Double Jump) 

®@ BUTTON 

@ BUTTON (hold) 

@® BUTTON 

© BUTTON (when Grapple Hook icon appears) 
GE BUTTON 

GGEM BUTTON +LEFT ANALOG STICK + @ BUTTON 


Character Movement 


Camera Control 


Double Jump 
Balloon Float 
Shoot Ray Gun 
Alternate Ray Gun Attack 
Action/Activate 
Grapple Hook 


Lock-on Target 
Strafe & Shoot 


Stewie’s Mind Control 
Stewie is also capable of using his Mind Control Device in certain 
levels. To use the Mind Control Device on a character, you must stand 
within the device's range and hold down the ® button towards your 
target. Once under the device's spell, you can move the target at 


will using the left analog stick as well as performing actions with 
the @ button. 


Note: There can be certain elements in the level that can interfere 
with Stewie’s Mind Control Device. Be sure to avoid such elements 
or you will lose control of your victim. 


PETER 

Peter the big, lovable oaf 
who always says what's 
on his mind. He is armed 
with a number of melee 
combos and special moves. 


LEFT ANALOG STICK Character Movement 


RIGHT ANALOG STICK Camera Control 
€ BUTTON Jump 

®@ BUTTON Punch 

@ + © + @ BUTTONS (also works by pressing 

any 3-button sequence containing either @ or ©) Combo 

@ BUTTON (when next to throwable object) Pick-up Object 
® BUTTON (when carrying an object) 

© BUTTON 

© BUTTON (during Jump) Jump Kick 


@ To 
HOLD GEM BUTTON + @ BUTTON 
HOLD SEEM BUTTON + © BUTTON 


HOLD BUTTON + @ BUTTON Food Frenzy 


Snack Attack! 


Once you have collected enough food to fill your Snack Meter, 
Peter will be able to perform a series of snack-fueled attacks. 
You can execute these moves by holding the button and 
pressing the corresponding button (see Control Table above). 


Note: The continued use of any of your three special Snack 
Attacks will drain your Snack Meter. 


SPIN: Peter performs a spin move that causes extensive 
damage to any enemy standing nearby. 


CHARGE: Peter’s speed increases as he bowls over anyone 
in his way. 


FOOD FRENZY: Peter becomes a human tornado of gluttonous 
wrath, taking out any enemy he comes in contact with. 


BRIAN 


Brian the sarcastic dog with a wit as dry as the martini 
he drinks. Brian uses stealth and distraction to slip 

past opponents. 

LEFT ANALOG STICK 
RIGHT ANALOG STICK 
® BUTTON (hold) 
@ BUTTON 


Character Movement 


Camera Control 


Action/Activate 


Brian Incognito 
There are many disguises that 
Brian can slip in and out of on his 
journey. Some are Object 
Disguises (like a Lamp) and the 
others are Costume Disguises (like 
Cheerleader or a Vendor). Even the 
dimmest enemy will spot you if you 
do something suspicious (like move 
when you're supposed to be a lamp or 
get close enough that 
they see that you're a 
dog), and then the gig will be up. 


Note: If your Impulse Meter fills while you‘re 
wearing a disguise, Brian will remove it. 
However, if you find a place to hide after 
losing your disguise, you can use the 
shadows to obscure you while you change 
back into your costume. 


Collectibles 


[23 YELLOW HEALTH: 
Restores 25% of health 


GREEN HEALTH: 
Restores 50% of health 


RAY GUN COMPONENTS: 
Collect enough Components to upgrade Stewie’s Ray Gun. 


FOOD: 
Feed Peter’s Snack Meter by scarfing down all the 
food you can. 


EVIDENCE: 

Help clear Brian’s name by collecting evidence. Be it police 
folders, videotapes, or ticket stubs, they will all be important 
in the long run. 


jam ° 
Gi geo around without being detected. 


Stewie syArsenal 


Stewie has two different weapons 
at his disposal during the game. 
These are his Ray Gun and his 
Mind Control Ray. 


RAY GUN 


By obtaining Ray Gun Components 
during your adventure, you will be 
able to unlock different weapons in 
Stewie's Arsenal. 


Number of Components Collected | Straight Shot 
20 Ray Gun 


100 Plasma Ball 


Additional Charged Shot 
Spread Shot 
Spread Shot 
Plasma Artillery 


Plasma Ball 


300 Hyper Plasma Ball | Plasma Artillery 
400 Shock Wave 
500 Shock Wave 
600 Rocket Launcher Heat Seekers 


RAY GUN: Stewie's standard weapon. Simple, yet effective. 


SPREAD SHOT: Shoots three separate balls of energy. Not as 
powerful as the ray gun, but covers a lot more ground. 


PLASMA BALL: A highly concentrated ball of energy capable of 
extensive damage. 


PLASMA ARTILLERY: Lobs a plasma ball at your foes, which 
explodes on impact and takes out anything in its blast radius. 


HYPER PLASMA BALL: An even more concentrated and highly 
unstable form of the Plasma Ball. Kills most enemies on impact. 


SHOCK WAVE: A high-powered jolt of energy that takes out 
everything within a ten foot radius. 


ROCKET LAUNCHER: Stewie's most powerful direct blast. 


HEAT SEEKERS: A barrage of eight missiles that will seek out any 
and all enemies in the area. 


Note: As you upgrade your weapons, you can recall your previous 
charged shots depending on how long you hold down the ® button. 
Each charged shot emits a different color from the Ray Gun, so pay 


attention as you charge. 


MIND CONTROL RAY 


In certain situations, Stewie will not 
be able to solve problems 
with a barrage of gunfire. 
He will need to take control 
of one or more of the other 
characters in the area and 
have them do his bidding. Such 
times as these are represented 
by both a change in Stewie's gun 
and by him putting on his Mind 
Control Helmet. Stewie can then fire 
his Mind Control Ray and attempt to 
dominate another character. If 


successful, the player then controls that other character and can have 
them perform certain actions (represented by a glowing star icon) 
that may further Stewie’s goals. However, some of the residents 
of Quahog are pretty mindless, so not everyone 


can be used this way. 


) 


At certain moments (as on the show) the characters will be 
reminded of a funny situation. These interactive gags will 
prompt you to press a desired button sequence or move a 
character in a certain direction. Doing so correctly will pay off 
with a bonus! 
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CRACK. 
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BEFORE WORK, J 


GLAD TO HEAR 
IT KIDS. 


ALSO, DON'T FORGET YOUR WIFE! SURE, 
SHE'S YOUR WAY TO GET FOOD AND SOME 
SEE THAT? SOME DRUNKEN SHOWER INTERCOURSE EVERY 
QUALITY TIME WITH THE KIDS NOW AND THEN, BUT SHE'S 
AND_A PANCAKE IN UNDER > ALSO A PERSON, 
THIRTY SECONDS. 
A PERSON WHO 


NEEDS TO KNOW YOU 
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GROCERY STORE 
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LIMITED SOFTWARE WARRANTY 
AND LICENSE AGREEMENT 


YOUR USE OF THIS SOFTWARE IS SUBJECT TO THIS LIMITED SOFTWARE WARRANTY AND 
LICENSE AGREEMENT (THE “AGREEMENT”) AND THE TERMS SET FORTH BELOW. THE 
“SOFTWARE” INCLUDES ALL SOFTWARE INCLUDED WITH THIS AGREEMENT, THE 
ACCOMPANYING MANUAL (S), PACKAGING AND OTHER WRITTEN, ELECTRONIC OR ON- 
LINE MATERIALS OR DOCUMENTATION, AND ANY AND ALL COPIES OF SUCH SOFTWARE 
AND ITS MATERIALS. BY OPENING THE SOFTWARE, INSTALLING, AND/OR USING THE 
SOFTWARE AND ANY OTHER MATERIALS INCLUDED WITH THE SOFTWARE, YOU HEREBY 
ACCEPT THE TERMS OF THIS LICENSE WITH [TAKE-TWO INTERACTIVE SOFTWARE, INC.] 
(“LICENSOR”). 


LICENSE. Subject to this Agreement and its terms and conditions, LICENSOR hereby 
grants you the non-exclusive, non-transferable, limited right and license to use one copy 
of the Software for your personal use on a single console. The Software is being licensed 
to you and you hereby acknowledge that no title or ownership in the Software is being 
transferred or assigned and this Agreement should not be construed as a sale of any 
rights in the Software. All rights not specifically granted under this Agreement are 
reserved by LICENSOR and, as applicable, its licensors. 


OWNERSHIP. LICENSOR retains all right, title and interest to this Software, including, but 
Not limited to, all copyrights, trademarks, trade secrets, trade names, proprietary rights, 
patents, titles, computer codes, audiovisual effects, themes, characters, character names, 
stories, dialog, settings, artwork, sounds effects, musical works, and moral rights. The 
Software is protected by United States copyright law and applicable copyright laws and 
treaties throughout the world. The Software may not be copied, reproduced or distributed 
in any manner or medium, in whole or in part, without prior written consent from 
LICENSOR. Any persons copying, reproducing or distributing all or any portion of the 
Software in any manner or medium, will be willfully violating the copyright laws and may 
be subject to civil and criminal penalties. Be advised that Copyright violations are subject 
to penalties of up to $100,000 per violation. The Software contains certain licensed 
materials and LICENSOR’s licensors may protect their rights in the event of any violation 
of this Agreement. 


LICENSE CONDITIONS 
You agree not to: 
(a) Commercially exploit the Software; 


(b) Distribute, lease, license, sell, rent or otherwise transfer or assign this Software, or any 
copies of this Software, without the express prior written consent of LICENSOR; 


(c) Make copies of the Software or any part thereof; 


(d) Except as otherwise specifically provided by the Software or this Agreement, use or 
install the Software (or permit others to do same) on a network, for on-line use, or on 
more than one console at the same time; 


(e) Copy the Software onto a hard drive or other storage device and must run the 
Software from the included CD-ROM or DVD-ROM (although the Software may 
automatically copy a portion of itself onto your console during installation in order to 
run more efficiently); 
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(f) use or copy the Software at a computer gaming center or any other location-based 
site; provided, that LICENSOR may offer you a separate site license agreement to 
make the Software available for commercial use;. 


(g) Reverse engineer, decompile, disassemble or otherwise modify the Software, in whole 
or in part; 


(h) Remove or modify any proprietary notices or labels contained on or within the 
Software; and 


(i) transport, export or re-export (directly or indirectly) into any country forbidden to 
receive such Software by any U.S. export laws or accompanying regulations or 
otherwise violate such laws or regulations, that may be amended from time to time. 


LIMITED WARRANTY: LICENSOR warrants to you (if you are the initial and original 
purchaser of the Software) that the original storage medium holding the Software is free 
from defects in material and workmanship under normal use and service for 90 days from 
the date of purchase. If for any reason you find a defect in the storage medium during 
the warranty period, LICENSOR agrees to replace, free of charge, any Software discovered 
to be defective within the warranty period as long as the Software is currently being 
manufactured by LICENSOR. If the Software is no longer available, LICENSOR retains the 
right to substitute a similar program of equal or greater value. This warranty is limited to 
the storage medium containing the Software as originally provided by LICENSOR and is 
not applicable to normal wear and tear. This warranty shall not be applicable and shall be 
void if the defect has arisen through abuse, mistreatment, or neglect. Any implied 
warranties prescribed by statute are expressly limited to the 90-day period described 
above. 


Except as set forth above, this warranty is in lieu of all other warranties, whether oral or 
written, express or implied, including any other warranty of merchantability, fitness for a 
particular purpose or non-infringement, and no other representations or warranties of any 
kind shall be binding on LICENSOR. 


When returning the Software subject to the limited warranty above, please send the 
original Software only to the LICENSOR address specified below and include: your name 
and return address; a photocopy of your dated sales receipt; and a brief note describing 
the defect and the system on which you are running the Software. 


IN NO EVENT WILL LICENSOR BE LIABLE FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL 
DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THE SOFTWARE, 
INCLUDING DAMAGES TO PROPERTY, LOSS OF GOODWILL, COMPUTER FAILURE OR 
MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL 
INJURIES, EVEN IF LICENSOR HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH 
DAMAGES. LICENSOR’S LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR USE 
OF THE SOFTWARE. SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW 
LONG AN IMPLIED WARRANTY LASTS AND/OR THE EXCLUSION OR LIMITATION OF 
INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/OR 
EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES 
YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS THAT VARY FROM 
JURISDICTION TO JURISDICTION. 


TERMINATION: This Agreement will terminate automatically if you fail to comply with its 

terms and conditions. In such event, you must destroy all copies of the Software and all 

of its component parts. You can also end this Agreement by destroying the Software and 

all copies and reproductions of the Software and deleting and permanently purging 

the Software from any client server or computer on which it has been installed. 2 7 / 


U.S. GOVERNMENT RESTRICTED RIGHTS: The Software and documentation have been 
developed entirely at private expense and are provided as “Commercial Computer 
Software” or “restricted computer software.” Use, duplication or disclosure by the U.S. 
Government or a U.S. Government subcontractor is subject to the restrictions set forth in 
subparagraph (c)(1)(ii) of the Rights in Technical Date and Computer Software clauses in 
DFARS 252.227-7013 or as set forth in subparagraph (c)(1) and (2) of the Commercial 
Computer Software Restricted Rights clauses at FAR 52.227-19, as applicable. The 
Contractor/ Manufacturer is the LICENSOR at the location listed below. 


EQUITABLE REMEDIES: You hereby agree that if the terms of this Agreement are not 
specifically enforced, LICENSOR will be irreparably damaged, and therefore you agree that 
LICENSOR shall be entitled, without bond, other security, proof of damages, to appropriate 
equitable remedies with respect any of this Agreement, in addition to any other available 
remedies. 


INDEMNITY: You agree to indemnify, defend and hold LICENSOR, its partners, licensors, 
affiliates, contractors, officers, directors, employees and agents harmless from all 
damages, losses and expenses arising directly or indirectly 

from your acts and omissions to act in using the Software pursuant to the terms of the 
Agreement. 


MISCELLANEOUS: This Agreement represents the complete agreement concerning this 
license between the parties and supersedes all prior agreements and representations 
between them. It may be amended only by a writing executed by both parties. If any 
provision of this Agreement is held to be unenforceable for any reason, such provision shall 
be reformed only to the extent necessary to make it enforceable and the remaining 
provisions of this Agreement shall not be affected. This Agreement shall be construed under 
New York law as such law is applied to agreements between New York residents entered 
into and to be performed within New York, except as governed by federal law and you 
consent to the exclusive jurisdiction of the sate and federal courts in New York, New York. 


IF YOU HAVE ANY QUESTIONS CONCERNING THIS LICENSE, YOU MAY CONTACT IN 
WRITING TAKE-TWO INTERACTIVE SOFTWARE, INC. 
622 BROADWAY, NEW YORK, NY 10012. 


PRODUCT SUPPORT 


FOR U.S. SUPPORT: FOR CANADIAN SUPPORT: 
Phone: 1-866-219-9839 Phone: 1-800-638-0127 
Email: usa@take2support.com Email: Canada@take2support.com 


http://www.take2games.com/support 


REGISTER WITH US! 


Receive exclusive information on all our latest games, web content and 


more by going to www.2kgames.com/register 
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WARRANTY 


2K Games, a division of Take-Two Interactive Software, Inc., warrants to the purchaser 
only that the disc provided with this manual and the software program coded on it will 
perform in accordance with the description in this manual when used with the specified 
equipment, for a period of 90 days from the date of purchase. 


If this program is found to be defective within 90 days of purchase, it will be replaced. 
Simply return the disc to 2K Games or its authorized dealer along with a dated proof of 
purchase. Replacement of the disc, free of charge to the original purchaser (except for the 
cost to return the disc) is the full extent of our liability. 


THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, 
EXPRESSED OR IMPLIED. ALL IMPLIED WARRANTIES, INCLUDING THOSE OF 
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, IF APPLICABLE ARE 
LIMITED IN DURATION TO 90 DAYS FROM THE DATE OF PURCHASE OF THIS PRODUCT. 


2K Games shall not be liable for incidental and/or consequential damages for the breach 
of any express or implied warranty including damage to property and, to the extent 
permitted by law, damage for personal injury, even if 2K Games has been advised of the 
possibility of such damages. Some states do not allow the exclusion or limitation of any 
incidental or consequential damages or limitations on how long an implied warranty lasts, 
so the above limitations or exclusions may not apply to you. This warranty shall not be 
applicable to the extent that any provision of this warranty is prohibited by any federal, 
state, or municipal law, which cannot be pre-empted. This warranty gives you specific 
legal rights and may also have other rights, which may vary from state to state. 


You may not reproduce, prepare derivative work based on, distribute copies of, offer for 
sale, sell, transfer ownership of, rent, lease, or lend to others the Program or 
accompanying documentation, or any portion or component of the Program or 
accompanying documentation; provided, however, that you may transfer the entire 
Program and accompanying documentation on a permanent basis as long as you retain 
no copies (including archival or backup copies) of the Program, accompanying 
documentation, or any portion or component of the Program accompanying 
documentation, and the receipt agrees to the terms of the agreement. Further you may 
not modify, reverse engineer, disassemble, decompile or translate the Program or 
accompanying documentation, or any portion or component of the Program or 
accompanying documentation, nor may you make any copies of the Program modules for 
use with other programs. This program is intended for private use only. 


2K GAMES 
622 BROADWAY 
NEW YORK, NY 10012 
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